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A GAME FOR ROLEPLAYING 


ADVENTURES IN THE ORIGINAL SERIES AS WAS BACK WHEN 


Jack Photons 
HOUSE RU из. 46 o 


230822.01 


GAMEMASTER SCREENS 


Set #1 


Four Themes with 
Ten Pages of Charts and Tables 


Jack Photon's 


А Отн FANTAVERSARY REVISION 


ПИВА 


THE ROLE PLAYING GAME 


FASA Corporation with Fantasimulations Associates 
1983 - 2023 


21st Century 


for 23rd Century Gaming 


Cover design, layout design and some photography are OMine. 
All materials written by me are OMyself. 


All OFASA and other materials are fully attributed in: Book 2, Piece of the Action 
with thanks for their now-historic and successful efforts. 


€ Images from the show are from the show. 


Notes 
Shared here are my personal sets of GM Screens for you to 
use, or not. There will be additional themes in the future! 
Print one Theme or Mix-and-Match your faves. 

Or with this inspiration, 
create your own Themes! 
Keep your players guessing! 

Lady or the Tiger? Pleasant Dreams or Psionic Nightmares? 


Jack Photon's GM Screens provide all the fast data you need 
to run your game smoothly with show imagery and notions to 


inspire, re-assure or even ТЕРЫҒУ yDUp Players! D 


DIRECTIONS 
Choose and print the Charts and Reference pages you want. 
Lay them out to determine the order you like. 
Screens are typically 3-panel, but you can make 
2-panel, 4-panel or more as you like. 

Choose a picture page for each inner page chosen. 
Overlap one side and glue the pages to heavy cardstock. 
Or print on ful-sheet label paper and skip the glue! 
Done! 


See Jack Photon's assembly videos on the youtube 
Videos may or may not be uploaded at the time of this release. 


You will need: 


Heavy сага (2mm or 50 - 7Opt or 0.060”+ or thicker) 
(Cut to 7.75" x 10.25" from 8.5" x 11") 


Heavy matte/ plain paper, 60lb- (or ful-sheet label) 
Heavy gloss paper, БОЊ+ (or ful-sheet label) 

(or get fancy with metallic, pearl, canvas or even holographic!) 
Wood Glue (is best or rubber cement or spray glue) 
Paper Cutter (or razor blade with metal hard edge, steel is best) 
Paper Towels and Water (Gloves help/hinder equally.) 
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WEAPON TYPE PARRY DAMAGE BLANK SHORT MEDIUM LONG EXTREME 
CLUB, other similar Р. 2010 --- --- --- --- --- WEAP О М 5 


MACE/FLAIL/AXE P 4010 + 10 m — --- --- —- 
DAGGER/KNIFE some 2D10 1 2-5 6-10 11-15 16-20 TAB LE 
SWORD P 4D10 = — --- 一 --- 
POLE WEAPON P 4D10+5 = = E = m 
BOW (w. normal quiver) P 4D10 1 2-20 21-60 61-130 131-190 
CROSSBOW (w. quarrels) Б 4010 + 10 1 2-12 13-35 36-60 61-90 
PISTOL - 4D10 1 2-10 11-25 26-40 41-75 
CARBINE P 4010 + 10 1 2-15 16-50 51-100 101-170 
RIFLE P 4D10+5 1 2-30 31-100 101-200 201-300 
SHOTGUN P 4010 + 10 1 2-10 11-25 26-50 51-100 
SMG (submachine gun) P 4010 + 20 1 2-15 16-45 46-80 81-120 
MG (machine gun - _ 4010-30 1 2-50 | 51-150 151-300 301-500 GRAZE DRAIN 
POLICE STUNNER - 75* 1 2-5 6-12 13-30 31-50 
STUNCLUB P 40* -- Ка === — — 
GORN BLASTER - 50 1 2-4 5-8 9-20 21-40 
HAND DISRUPTOR * = 75 1 2-4 5-10 — 1120 21-35 | Be | OVERLOAD 
DISRUPTOR RIFLE _ P 75 1 2-10 11-25 26-40 41-100 RAD 
HAND LASER (old-style) - 80 1 2-6 7-15 16-30 31-60 20 25 squares 
LASER RIFLE (old-style) - 80 1 2-15 16-40 41-100 101-200 40 100squares 
PHASER I | - 1 2-5 6-12 13-30 31-50 20 30 squares 
stun 75* 
wide angle stun 75* 1 (2-5) 6-10 11-15 16-45 15 
heavy stun 120* 
heat 40 
disrupt 150 
disintegrate DESTROYED 
PHASER Il. 1 2-10 11-24 25-60 61-100 35 100 squares 
stun 75* 
wide angle stun 75* 1 2-10 
heavy stun 120* 
heat 40 
disrupt 150 
disintegrate DESTROYED 
PHASER RIFLE: 1 2-15 16-35 36-90 91-150 50 125 squares 
stun 75* 
wide angle stun 75* 1 (2-15) 
heavy stun 120* 
heat 40 
*Non-permanent damage Phaser І, Il and rifle stun effects last 2010 + 10 minutes. Heavy stun effects last 3010 + 20 minutes. 
DEI scd AAA As 
Planetary Survey Hazards -adjust for climate/terrain Weather Hazards 
01-07 Fall, small/big 7 -monitored from orbit, with 20+minute warnings 
08-15 Sink, mud/plant/other 1. Rain/snow/sleet, light/torrential 
16-20 Pollen/Allergy/bodily reaction, small/big 2. Winds, light/hurricane 
21-25 Animal, friendly/not so friendly 3. Firestorm, hot/blazing 
26-30 Water 4.  Dust/Particle storm, light/heavy 
31-35 Insect/other 5. Earthquake, 410 intensity, 410 seconds 
36-40 Tree, Turn and walk face into a tree branch ог в. Tsunami/avalanche, local/widespread, 


41* No hazard similar obstacle 


portends nothing/more, light/heavy 
Adjust 96 for more ideas. 


7. Sunny/overcast 
і 8. Cold/warm 
Animal Encounters 3 
Weapon Defense 4 a. 
1-2 Claw/talon 1-2 Tough hide шайды 
3-4 Ғапа/ооіһ 3-4 Taillappendage 
5-6 Horn/spike 5-6 Projectiles, scent or quills 
7-8 Hoof/foot 7-8 Color/shape 
8-9 Stinger/proboscis 9 Speed 
O Roll 1d10, If 1 or 10 again, PSI monster 


To-Hit Modifiers 
Target Modifiers 
Range 
Point-Blank 
Short 


Size 


Large 

Specific Location 
Position 

Standing 

Crouched 


Running 
Attacker Modifiers 


Aimed Shot 
Snapshot 
Quick-Draw/Shoot 


Movement 
Stationary 
Moving 
Running 
Evading 


Vülcan Nerve Pinch 
Target is: 
Totally Unawares 
Surprised or Distracted 
Alert and Aware 
Aware of the Technique 


BARE HAND DAMAGE 


STR 
01 - 25 
26 - 50 
51-75 
76 -100 
101 - 125 
126 - 150 
151-176 
176 - 200 
201 - 225 
226 - 250 
251 - 275 54033 
275 -300 640 

Pattern continues 


On a successful hit, 
Bare-Hand and Hand- 
held weapons add 

+1 per 10pts of skill. 


DMG 
1d10 -3 
1410 
1d10 *3 
2910 
2d10+3 
3d10 
3d10+3 
4d10 
4010 +3 
5910 


EMERGENCY FIRST 


Modifier 


ce Mod Condition Present 
15 No medical equipment available no modifier 
^o [Using medical field kivfirst aid kit only - 5 
+15 Using med pouch (Star Fleet or Klingon issue) -15 
+30 Using non-Star Fleet hospital or 
+45 sick bay facilities - 110 -20 
Using Star Fleet hospital or 
+30 sick bay facilities - 25 
+15 Prior attempt(s) at first aid, successful or not - Stotal 
0 Per minute since zero MAX OPEND was reached * 1 
-15 Perdamage point below zero MAXOPEND + 1 
+15 Additional personnel assisting no modifier 
Wide Angle Phaser and Shotgun-type blasts require 
ы a separate То НЕ roll per Target in the агеа о ffect. 
-10 
0 
+10 
+30 or more 
-15 
0 
+5 
-25 
0 
+25 
+20 
+10 each 
0 
+5 
+15 
+30 
= un & i i 
-20 
*20 
*40 
AP points ў 


Falling Damage 
1910 per 1ft height fallen 


A Caitian may use their 
claws in Hand-To-Hand 
combat. Doing so adds 
1d10/3 rd to Bare-Hand 
Damage rolls, plus STR 
and Skill bonuses. 


However, whether the 
attack is successful or 
not, roll 1410 and on a 
roll of O, a claw has been 
ripped out, causing 
1d10/2 rd in Wound 
Damage to the Caitian. 
The Caitian then suffers 
a +10 on all H-T-H To-Hit 
rolls and cannot use that 
hand's claws until healed. 


Move 1 Square 
Diagonally - 172 АР 


Move 1 Square 
Up/Down or 
Sideways - 1 AP 


Caveat: One may voluntarily leap downwards 


8 distance equal to their own height provided 


up to terminal velocity 
i.e. ТОК = 10410 


a normal DEX save. FAIL indicates 1/2 damage, 
(a sprained ankle, popped knee or similar.) 


If voluntarily jumping from a greater height, 
reduce your character's height from the 
distance and that is the damage, assuming 
a DEX save for their height is successful. 


FULL, GRAZE, SLIGHT 


An energy weapon hit is a GRAZE if the 
To-Hit Roll is a BARE SUCCESS. 


The player may reduce damage done to 
themselves on a 1-to-1 ratio of LUC-to- 
damage points sustained. Minimum dam- 


age of "рі per die + STR+Skill dmg applies. 


Additionally, a target being hit by an en- 


ergy weapon may use LUC points to re- 
duce damage from FULL to GRAZE to 
SLIGHT. FULL damage is per the effect 
as stated for the weapon. GRAZE is 
half that effect, rounded down. SLIGHT 
is one-quarter the effect, rounded down. 


Energy weapon damage is reduced from 
FULL to GRAZE, GRAZE to SLIGHT or 
FULL to SLIGHT. Each step costs 20 
LUC points. Thus FULL to SLIGHT costs 
40 points. GRAZE is half of FULL damage, 
SLIGHT is one quarter damage. Damage 
may never be reduced below SLIGHT. 


Initiative Action Point Table À Opportunity Action 
To determine which of multiple groups -— ен 

Е ; : urn in Place 
acts first, each group's best Sm Unit Stand-to-Sit or reverse 


A Stand-to-Kneel or reverse 
À Kneel-to-Prone or reverse 


a... 


Tactics is rolled against. If there is no 
Sm Unit Tactics in the group, the best 
LUC/2 rd is used instead. 


Movement 
The group rolling the best margin wins the E Md al M 
initiative and can move first or defer to the Evade 1sq orthogonal 2 
next group. One member from each group diagonal 3 
then alternately declares their actions, back Сене ач ста : 
and forth until all characters have gone. Run for full DU 1/2 all AP 
Climb Stairs or Ladder 2x AP 
If one group has greater numbers than Climb Rope 3x AP 


the other, before any dice are rolled they Swim 2x AP 
must state how many of that balance will 


| | | Equipment and Weapon U 
go first in the turn and how many will go Р А Short ger 1 
last. The middle numbers pair off one-to- А Draw and Ready Device 2 
ne with th i ! ! Operate Familiar Device 2 
one with the opposing force's numbers EEE WERDE 2 
EHER 2 Aim Weapon 2 
Initiative Modifiers А Quick-Draw and Fire 3 
Apparently winning - 10 cumulative per Turn А Fire Ready Weapon 1 
No edge 1/20 À Throw Ready Weapon 1 
8 | Adjust Weapon Settings 2 
Apparently losing +10 cumulative per Turn _ Reload Weapon 2 

Combat and Emergency Evasion 

Tools А Attack min. 3 

Type A Parry/Defend min. 2 

Prime А Dodge min. 3 
Adequate A Duck Thrown Weapon 2 

Basic A Hide in Same Square 
inanimate A Hide in Adjacent Square 4 
Mann. ^ Roll Sideways 2 
. Drop-to-Ready 1 
Concentration and Focus A o 0 
time required can be reduced (or added — p 
› . й іме Во! 
to) by the rols success / Гаї margin. Flying Tackle ы 
Е — Terrain Modifiers 
Exemple A 20pt Success / fal margn = 20pts Clear, Road or Path 1x AP 
less/more AP or time, actual or percent, etc. Hills, Light Vegetation 2x AP 


Swampy, Rocky, Hvy Veg 3x AP 


You cannot be disturbed and are totally Cliffs, Rough Terrain 2x - 4x AP 


absorbed in your efforts, almost com- 
pletely unaware of your surroundings. 


If disturbed, make a FOCUS roll. 
Success = no time lost. 

Fail = +(2d10)d10 AP/seconds/ Turns, 
etc to complete. 


Gravity 
Within 10% of your native gravity well, there 
are no appreciable effects on AP. 


As gravity gets heavier or lighter, AP are neg- 
atively affected such that factor 2 difference 
in gravity equals half AP loss. A factor 4 
gravity immobilizes all. 


The skill VARIABLE-G OPS counteracts this AP 
loss. 20 skill points counteracts 0.1%g effect 
allowing, slower, deliberate movements with- 
out saves. Action or tension of any kind is 
when saves are made vs. skill. Full APare out 
of range due to the slower movements. 


If attacked, are fully surprised and can 
only EVADE, PARRY or otherwise RE- 
TREAT in a clumsy manner (DEX save 
minus your FOCUS rating) after the ini- 
tial hit and then lose initiative and 1910 
AP in the next combat round. No AP 
loss in the third round and initiative is a 
straight roll. 


3-Day Seminar 
Enthusiast 
Associate's Degree 


SKILL MODIFIERS 


Licensed Professional 
Bachelor's Degree/Surgeon 
Master's Degree 
Doctorate's Degree 
Galactic-authority 


The Critical Nature of Margins of Success and Failure 
"Nat One's" and "Double Noughts" Therefore, а roll within 5% of the Skill 
A natural roll of: Rating or Attribute called upon is a 
Ol een automatic BARE SUCCESS or FAIL. You've only 
CRITICAL SUCCESS just managed, or missed, by that much. 
OO is an automatic Conversely, a roll within 5% of a natural 
CRITICAL FAILURE O1 or OO is a CRITICAL SUCCESS or FAIL. 
Die Modifiers for Skills and Tasks cnin Te videl ыы 
Foolproof -50 Mind touch, one-way 
Can't Fail -30 Basic concept or feeling 0 
Eas -15 | Short message, complex concept -10 
у Mind touch, two-way am. 
Normal +40 Telepathic conversation -20 
р Sharing of thoughts and feelings -30 
Unexpected Surprise +15 ae 6-4 
Tough +30 Modification of subject's memory - 20 
Impossible +45 enim boves амда ж — 
Nee d a Miracle | +60 de meld, per additional person .5x modifier 
Divine Intervention +75 — ә T 
Nada chance +90 ren . + 
С Intell: non-Humanoid 0 
Try the reality next door +105 Sant о ооо -10 
Unintelligent creature ог animal ~25 
Equipment on Hand | РЕ e кы 
Prime -30 Willing telepath + half Psiof 
Adequate -15 lere skilled 
Willing non-telepath +25 
Scavenged +40 pine de or unaware +10 
Inadequate +1 5 Aware and consciously resisting | - halfPsi 
dedi 
Unacceptable +30 Friendly or mentally sympathetic + 10 ш 
"Stone knives and bear skins" +45 кам Previously mind-touched +10 
ions 
None +50 Surroundings 
я Total quiet, no one else present +15 
Roll an 01 or OO when making a save Софии, familier іо +10 
。 п; : ouching subject *20 
and gain one point immediately, up to 99, дома dai noche А 


Subject distant - 100r more 
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1/2END 1 roll unconsciousness, 
1 roll per action, plus relevant 
Attribute or skill save 


1/4 ЕМО 1 roll unconsciousness, 
1 roll per action, plus relevant 
Attribute or skill save and 
1 roll UNC on completion 
1/10 END Auto-wash. 


Smoke 'em if you got 'em. 
To quit was your goal. 


OEND Time for “that talk. 
No. Not that one. 


The other one. Right. 


At 1/2 END by injury, fatigue or stun, 
you save vs. full END rating or fall uncon- 
scious for 2d10+10 minutes 


At 1/4 END, you save vs. 1/2 END rating 
or fall unconscious for 4d10+20 minutes. 


At 1/10 END, you are unconscious and 
your current END must be raised to 
1/10 END +1 before regaining conscious- 
ness 6d10+30 minutes later. 


NO form of healing can begin until 1/10 
END- is attained. Consider yourself at 
Death's Door having just rung the bell 


цоуем, 0) SJequinN 


Weakened Conditions 

At 1/2 END, Attribute loss is on a 1 - 1 
basis so that at O END, each of the other 
Attributes would have temporarily lost up 
to 1/2 the character's END rating off each 
of their own totals. Once the character 
attains 1/2 END+1 again, Attribute effects 
are fully negated for game purposes. 


IF however END attains and then falls 
below 1/2 rating before first attaining 
3/4 healed, then all Attributes immedi- 
ately return to their most fully dilapidated 
condition prior to regaining that 1/2 END 
and will remain fully dilapidated until 3/4 
END is achieved at which point each At- 
tribute returns to full ratings. 


If COOL is 50 or less, then will deteriorate 
point-for-point as END goes down and into 
panic at impending doom. 


If COOL is 51*, as END goes down, COOL 
goes up point-for-point as you take heart 
in the welcoming embrace of ultimate fate. 


Wound Damage is semi-permanent in na- 
ture. WOUNDS heal at 1/20th END per 
day unless your END is below 1/2 normal 
rating. In this case, the character is con- 
fined to quarters until 1/2 END+1 is re- 
gained and can then return to active duty. 


Below 1/4 END, the character is confined 
to Sickbay until END is at least 3/4 nor- 
mal+1 and then released to duty. 


Fatigue Damage is temporary and goes 
away within hours at most. FATIGUE 
wanes at the rate of 1/10 END per 30 
minutes (180 turns) of REST. Hikes, car- 
rying loads and so on are not resting. 
Stretching out, laying down, not moving in 
quiet conditions is resting. Loud, chaotic 
environs make for DISTURBED REST, 
healing 1/20 END per 30 minutes. 


Stun is a temporary form of Damage and 
also an Effect. STUN typically wears off 
quickly, 1410 Turns/Seconds/Minutes 


RUNNING full speed (using double the amount of 
all available AP for movement only during any turn). 

EVADING full speed (using all available AP for 
move-and-evade only during any turn)/ -20 to die roll for 
save. 

SWIMMING during full turn. 

DIFFICULT TERRAIN-using over % available AP 
for movement over rugged terrain such as steep hills, sand, 
snow, rubble, etc. 


СОМВАТ--аНег any combat involving hand-to-hand 
or hand weapons (swords, knives, etc.) fighting, once 
contact with the enemy is broken. 


All of the above activities require an END save (against 
normal END) to avoid the fatigue loss of 5 END points. 


Fatigue Saves 


5 01-03 Microorganisms 0% sentient Dice NPC Encounter Reactions* _ 
2 04-07 Plants 1% sentient Violently Hostile, Immediate attack 
иа 08-14 Insects/Mollusks 3% sentient Hostile, Immediate Reaction 
ca 1520 Fish 5% sentient Uncertain, but 55% likely negative 
= d EA. 52 ра Neutral / Uncertain / Disinterested 
i ien я А his 
= 41-50 Avians (birds) 7% sentient Uncertain, But 55% likely positive 
2 51-95 Mammals 10% sentient Friendly, Immediate Aid 
ын 96.00 Special 90% sentient Friendly, Enthusiastic Acceptance 
= 
MNT CLASS EXAMPLES For Attributes that 2 
ter than 
1 reactant plants, sponges, oysters аа шев Y 
2 low insects 2 99, i.e. 100+, use [451-200 X 
3 moderate cow, bear anal sol: ee es Ww 
4 high dag hal numeric ratings. V 
5 very high chimpanzee, porpoise ч 
| 5 
| ANIMAL TYPE (EATING HABITS) R [U R Way Kray, 
| G [but keep going! 
ROLL BASIC MNT AP DAMAGE 
1D10 ТҮРЕ DEX MOD. MOD. BONUS 
1-4 Carnivore %0/2+40 +1 -1 1010-4 EARTH ANIMALS MNT 
58 Herbivore %D/2+20 -1 +2 101056 ANIMAL STR DEX END CLASSAP DMG ARMOR 


9-10 Omnivore %D/2+30 +2 +0 1010-5 


Веаг 80 45 65 4 9 2010+4 2 
DN CE Chimpanzee 50 65 60 5 9 100 0 
Cow 80 55 75 3 11 2D10 0 
STR ЕМО DEX ARMOR 
% DICE FORM MOD MOD MOD Dog (small) 25 60 25 4 10 1410 0 
Crocodile 60 50 50 3 9 10106 3 
Атогрһоив х.5 Е Dolphin 50 50 50 5 13 1D10 0 
Insect/Mollusk x .5 й Е Elephant 105 40 100 3 8 2D10+6 6 
Fish x.8 { д Gorilla 85 55 70 5 8 2D10 2 
Amphibian x1 Т Ногѕе 85 75 85 4 15 2010 0 
Reptile x 1 \ 5 - Housecat 15 75 15 4 10 1D10 0 
Avian (bird) х.6 { d Lion 60 75 65 4 13 1D10+6 1 
Mammal x1 г Rat 5 55 10 3 7 1D103 0 
SPECIAL ? ? Snake (boa) 45 55 40 3 7 1010 0 
Snake (rattler) 30 65 30 3 8 1pt.no 0 
ANIMAL SIZE Wolf 45 55 30 4 10 1D10+2 1 
RE BASIC BASIC DEX ARMOR| ANIMAL | STR DEX END MNT АР DMG ARMOR 
2D10 SIZE(example) STR END MOD MOD 
й : Cappelan 
22 оты TOTO шш ж? power-cat 50 55 50 3 8 4010+10 3 
4-6 Very small (shock) 
(housecat) 2010%5 2010+5 x1.6 Сана 8% 36 4 А а i 
ГӘ АНРИ DIO BI Horta 100 50 100 * 8 ACID 10 
10-12 Medium (lion) 3D10+30 3D10+30 x 1 Lo matus 85 70 85 4 11 2D10+4 No. 3 
13-15 Large (horse) 3010460 3D10+60 x 1 мао. e а 10 bir NO. 1 
16-18 Very large : 
(elephant) 3D10+90 3D10+90 x .7 n E = ES : > 2D10+5 D 
19-20 Huge горје = 
(brontosaurus)%D+100 %D+100 x .4 * = damage from poisons in addition to stated damage 


* 


damage being (not rated with animal MNT CLASS) 


CRITICAL HELP 
x ONLY ONE CHARACTER OR THE к 
OTHER MAY INVOKE A LUC ROLL. 
BASIC 
NORMS 


RESET | iran 
TASK 


CRIT 
FAIL 


NOT WORSE, 
BUT DONE. 


eer] ADDITIONAL) Герт 

INFLICTED! 
WITH ADDITIONAE HARM CAUSED. 
TAIRD PARTIES САМ GET INVOEVED 


ТО ЕХ THAT HARM, BUT МАХ 
NOT OTHERWISE COUNTER THE 


ORIGINAL FAIL THAT CAUSED IT: 


Warp Relative Distance 


Factor L. S. 1 light year 10 ly 100 ly 
01 1х 365 days 10 years 100 years 
Oe 8x 46 days 460 days 18.8 years 
O3 27x 13.5 days 130 days 3.5 years 
04 64х 5.7 days 57 days 1.5 years 
05 125x 2.9 days 29 days 9.6 mo 
O6 216х 1.7days/38hrs 17 days 5.6 mo 
07 343x 24 hours 10 days 3.3 mo 
08 512x 17 hours 7 days 9 weeks 
O9 729x 12 hours 9 days 7 weeks 

- subspace - 2.6 hours 26 hours 11 days 


W ARP THEORY E see 
Base Travel Times | 


1year- 3654-Тето- 5e weeks = 8,780 hours 


Лто = 4 weeks =30 days an | Til9m2Os 
TRAVEL TIME X MULTIPLIER = TRAVEL TIME 2h39m40s 
(Known Warp speed) (from table below) (New Warp Speed) 4nO86mOOs 
To convert decimal remainders (days) to hours, multiply by 24 327 ОВ 
To convert decimal remainders (hours) to minutes, multiply by 60 Oort Cloud БОК ZEEE 
Warp 1 | Wap 2 | Warp 3 | Warp4| Warp5 | Warp 6 pies 7 | Warps | Warp9 |Warp 10 | Subspace Radio 


1C 8C 27C 640 1250 | 216C 5120 | 7290 | 1000C | Warp 153375C 


1C 

8C 

27C 

64C 

Warp 5 4.6296 1715 037 
125С 

Магр 6 г7 3.375 | 1.728 .6297 .064 
216C 

343C 

Warp 8 18.963 4.096 | 2.3704 -7023 SEL .1517 
512C 


1055 ===) un EE eu] 

Time to 

Тәуе, 1 уеаг ays Ns ar 2days | 1day 1 дау |17 hours | 12 hours| 8 hours 2 hours 
44 16.7 hrs| 22.1 hrs | 16.3 hrs | 1.4 hrs | 31 mins | 16 mins | 46 mins 38 mins 


Time to 


Travel 1 |3.26 kr 44 да уз | 18 да Ода 1 да! 1 да 
Рагвес у ты ‚Shre | 13515 қазар 59 А do lus 29905 ens 4.6 his 34 min 


Equipment List 


LAND VEHICLE COSTS WATER VEHICLES COSTS 

Automobile, Compact (4-Passenger) 8,000 Cr Row Boat 300 Cr 
Automobile, Mid-size (5-passenger) 10,000 Cr Motor for row boat 600 Cr 
Automobile, Full-size (6-passenger) 13,000 Cr Canoe 300 Cr 
Automobile, Luxury (4- to 7-passenger) 18,000 Cr Rubber Raft 100 Cr 
Automobile, Sport (2-passenger) 15,000 Cr Inflation cartridge for raft 10 Cr 
Delivery Truck (2-passenger, light cargo) 14,000 Cr Sport Boat 5,000 Cr 
Motorcycle (2-passenger) 1,500 Cr Speed Boat 10,000 Cr 
Pick-up Truck (3-passenger, light cargo) 10,000 Cr Air Boat 4,000 Cr 
Recreational vehicle 16,000 Cr Hydrofoil 20,000 Cr 

(6-passenger, light cargo) Houseboat 20,000 Cr 
Semi-tractor, trailer 40,000 Cr Submarine, 2-man 50,000 Cr 


Submarine, 4-man 


(3-passenger, heavy cargo) 
Van (9-passenger, light cargo) 12,000 Cr 


85,000 Cr 


AIR VEHICLE COSTS 
A-GRAV VEHICLE COSTS Hang Glider 300 Cr 

A-grav, Compact (4-passenger) 16,000 Cr Ultra-light 1,000 Cr 
A-grav, Midsize (5-passenger) 20,000 Cr Private Plane, Two-Seat 15,000 Cr 
A-grav, Full Size (6-passenger) 26,000 Cr Private Plane, Four-Seat 25,000 Cr 
A-grav, Luxury (6-passenger) 36,000 Cr Private Plane, Six-Seat, Two Engirie 45,000 Cr 
A-grav, Sports (2-passenger) 32,000 Cr Private Jet, Six-Seat, Two Engine 150,000 Cr 
A-grav, Light Truck 20,000 Cr Private Jet, Ten-Seat, Two Engine 225,000 Cr 

(3-passenger, light cargo) Helicopter, Single Seat 10,000 Cr 
A-grav, Cycle (2-passenger) 8,000 Cr Helicopter, Two-Seat 28,000 Cr 
A-grav, Van (9- passenger, light cargo) 24,000 Cr Helicopter, Four-Seat 90,000 Cr 


АТУ COSTS SPACE VEHICLES COST 
ATV, small (2-passenger) 2,500 Cr Small Shuttle 500,000 Cr 


ATV, medium (4-passenger, light cargo) 9,500 Cr Shuttlecraft, 350,000 Cr 
ATV, large (4-passenger, heavy cargo) 15,500 Cr Star Fleet Standard Design, Used 
Shuttlecraft, 700,000 Cr 
GEV COSTS Star Fleet Standard Design, New 
GEV, Compact (4-passenger) 12,000 Cr Repair Bug, One-Man, Used 65,000 Cr 


GEV, Midsize (5-passenger) 15,000 Cr 100,000 Cr 
GEV, Full-Size ( 6-passenger) 20,000 Cr 
GEV, Luxury (6-passenger) 27,000 Cr 
GEV, Semi-tractor (heavy cargo) 60,000 Cr 
GEV, Sports (2-passenger) 18,000 Cr 
GEV, Truck (3-passenger, light cargo) 15,000 Cr FIREARM COSTS 


GEV, Van (9-passenger, Medium cargo) 17,000 Cr Revolver, Small-Caliber 100 Cr 
Revolver, Large-Caliber 250 Cr 


Automatic, Small-Caliber 150 Cr 
ANCIENT WEAPONS COST Automatic, Large-Caliber 300 Cr 
Pocket Knife 15 Cr Rifle, Small-Caliber 150 Cr 
Belt Knife or Dagger 20 Cr Rifle, Large-Caliber 300 Cr 
Throwing Кайо 1204 Rifle, Large-Caliber, High Power 500 Cr 
Foil 75 Cr Ammunition, Small-Caliber, per 50 rounds 2Cr 
Sabre 100 Cr Ammunition, Large-Caliber, per 50 rounds 15 Сг 
Cutlass 120 Cr Shotgun 200 Cr 
Shortsword 150 Cr Ammunition, Shotgun, per 50 rounds 12Cr 
Broadsword 200 Cr Automatic Rifle (or Carbine) 400 Cr 
Hand-and-a-Half Sword 250 Cr Ammunition, Automatic Rifle, per 50 rounds 15 Сг 
Longbow 60 Cr Submachine Gun 650 Cr 
Compound Bow 150 Cr Ammunition, Submachine Gun, 
Crossbow 200 Cr per 40-round clip 20 Cr 
Mace 225 Cr Machine Gun 1000 Cr 
Flail 175 Cr Ammunition, Machine Gun, 
Axe 45 Сг per 1000-round belt 250 Cr 


Repair Bug, One-Man, New 


LASER WEAPONS COSTS 
Laser, Hand 250 Cr 
Laser, Hand, Recharge Pack 75Cr 
Laser, Rifle 500 Cr 
Laser, Rifle, Recharge Pack 100 Cr 


MEDICAL EQUIPMENT COSTS 
Field Kit 200 Cr 
Medical Pouch 6000 Cr 
Feinberger 50 Cr 
Heartbeat Reader 150 Cr 
Laser Scalpels 300 Cr 
Protoplaser 450 Cr 
Dressing Sprayer 50 Cr 
20-Spray Charges 5 Cr 
Medical Tricorder 400 Cr 
Biocomputer 1000 Cr 
Hypo 20 Cr 
6-Dose Hypo Charges 
Light stimulant 2Cr 
Medium stimulant 4 Cr 
Light sedative 2 Cr 
Medium sedative 4 Cr 
Heavy sedative 6 Cr 
Coradrenaline 4 Cr 
Dylovene 5Cr 
Hyronaline 20 Cr 
Masiform-D 20 Cr 
Neural Paralyzer 
Sterilite 3Cr 
Tri-Ox Compound 2Cr 


CLOTHING COSTS 
Leisure Clothing 50 Cr 
Work Clothing 75Cr 
Dress Clothing 150 Cr 
Leisure Footwear 15Cr 
Work Footwear 25 Cr 
Dress Footwear 35 Cr 
Light Jacket or Windbreaker 15 Сг 
Heavy Jacket 40 Cr 
Gloves, Heavy Duty, Insulated 15Cr 
Rain Gear 40 Cr 


PERSONAL ELECTRONIC EQUIPMENT COSTS 
Personal Transactor 50 Cr 
Pocket Computer 30 Cr 
Personal Computer 800 Cr 

Personal Transactor Module 20 Cr 
Video Cart Viewer Module 100 Cr 
Communications Module 200 Cr 
3 Computer Carts 5Cr 
Briefcase 40 Cr 
Portable Cart Viewer 400 Cr 
Universal Translator 12,000 Cr 
Pocket Communicator 30 Cr 
Long Range Communicator 75 Cr 
Earpiece Receiver 10 Cr 
Tricorder 400 Cr 
Metal Detector 150 Cr 
Portable Power Supply 1,000 Cr 
Replenishment Packs 200 Cr 


STUNNER WEAPON COSTS 


Police Stunner 150 Cr 
Stun Club 100 Cr 
Energy Pack 20 Cr 


PHASER WEAPON COSTS 
Phaser І-А 200 Cr 
Phaser ІІ-А 400 Cr 
Phaser Rifle-A 550 Cr 
Phaser I-B 300 Cr 
Phaser II-B 500 Cr 
Phaser Recharge Pack 100 Cr 
Hand Disruptor-A 150 Cr 
Disruptor Rifle-A 450 Cr 
Hand Disruptor-B 200 Cr 
Hand Disruptor-C 300 Cr 
Disruptor Rifle-C 600 Cr 
Disruptor Recharge Pack 100 Cr 


ENVIRONMENTAL GEAR COSTS 
Thermal Oversuit 75 Сг 
Temperature Compensational Oversuit 200 Сг 
Environmental Suit 2,500 Cr 
Filter Mask 30 Cr 


Filter replacements 2Cr 
Life Support Mask 100 Cr 
Replacement packs 10 Cr 
Air Pack 100 Cr 
Skin Diving Gear 50 Cr 
Scuba Tank and Regulator 200 Cr 
Gillpak 300 Cr 
Wet Suit 200 Cr 
Snow Ski Set 35 Cr 
Tent 50 Cr 
Pressure Tent 100 Cr 
7-Man Collapsible Shelter 350 Cr 
Replacement power pack 75 Сг 
Water Purification Unit 50 Cr 
Replacement filters 5 Сг 
Gas Or Oil Lantern 8 Cr 
Refills 5 Сг 
Pocket Lantern 8 Cr 
Aqualantern 15Cr 
Beltlight 12Cr 
Coldlight Glowsticks 1 Cr 
Sleeping Bag 50 Cr 
Backpack 40 Cr 
Computerguide Electronic Map 100 Cr 
Magnetic Compass 5 Cr 


MISCELLANEOUS PERSONAL EQUIPMENT 


COSTS 

Replacement ID Card 100 Cr 
ID Forgery Unit 15,000 Cr 
Wrist Chronometer 5 Сгіо 100 Cr 
Binoculars 100 Cr 
Film Camera 30 Cr 
Holographic Camera 400 Cr 
Holocube 1Cr 
Infrared Lens Kit 200 Cr 
' Infrared Goggles 225 Cr 
Light-Enhancing Viewer 250 Cr 
Light-Enhancing Goggles 275 Cr 
Portable A-Grav Unit 125 Cr 
A-Grav Platform 400 Cr 
Force Field Box 1,000 Cr 
Rope, 100 m 20 Cr 
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